
CLAIMS 



Interactive toy apparatus comprising: 
a tov having a fanciful physical appearance; 
a speaker mounted on the toy; 
a user\input receiver; 

a user\ information storage unit storing information 
relating to at least one user: 

a content controller operative in response to current 
user inputs received via said user input receiver and to informa- 
tion stored in said\storage unit for providing audio content to 
said user via said speaker. 



2. Interactive 1\oy apparatu^according to claim 1 and 

wherein said user input Receiver includes an audio receiver. 



3. Interactive toy ajpparati 

said current user input comprises 
said audio receiver. 



according to claim 2 wherein 
erbal input received via 



4. Interactive toy apparatus according to claim 1 and 
wherein said user input receive^ includes a tactile input receiv- 
er. 

5. Interactive toy apparatus according to claim 1 and 
wherein said storage unit stores personal information relating to 
at least one user and said content^ controller is operative to 
personalize said audio content, 

6. Interactive toy apparatus according to claim 1 and 
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wherein said storage unit stores information relating to the 
interaction of at least one user with said interactive toy appa- 
ratus and said content controller is operative to control said 
audio content in accordance with stored information relating to 
past interaction of sJ^id at least one user with said interactive 
toy apparatus . 



7. Interactive \toy apparatus according to claim 5 and 
wherein said storage unit also stores information relating to the 
interaction of at least bne user with said interactive toy appa- 
ratus and said content controller also is operative to control 
said audio content in accordance with information relating to 
past interaction of said a^: least opie~^er with said interactive 
toy apparatus . 

8. Interactive toy Apparatus accordipg to claim 1 and 
wherein said storage unit stores inVorma^ir6n input verbally by a 
user via said user input receiver, 



9. Interactive toy apparatus according to claim 5 and 
wherein said storage unit stores information input verbally by a 
user via said user input receive] 

10. Interactive toy apparatus according to claim 7 and 
wherein said storage unit stores information input verbally by a 
user via said user input receiver. 



11, 



Interactive toy apparatus according to claim 1 and also 
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comprising a content storage unit storing audio contents of at 
least one content title to be played to a user via the speaker, 
said at least one content title being interactive and containing 
interactive branchingV 



12. Interactive toy apparatus according to claim 11 wherein 

said at least one content title comprises: 

a plurality \of audio files storing a corresponding 
plurality of content titiLe sections including: 

at least one i\wo alternative content title sections; 

and 

a script definihg branching between said alternative 
user sections in response tio any of abuser input, an environmen- 
tal condition, a past interaction,/ personal information related 



to a user, a remote computers and /a time-related condition 




13. Interactive toy apparatus accord>tfg to claim 5 and also 

comprising a content storage unit storing audio contents of at 
least one content title to be jblayed to a user via the speaker, 
said at least one content title Jpeing interactive and containing 
interactive branching. 



14. Interactive toy apparatus according to claim 13 wherein 

said at least one content title comprises a plurality of parallel 
sections of content elements including at least two alternative 
sections and a script defining branching between alternative 
sections in a personalized manner. 
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15. Interactive \ toy apparatus according to claim 1 and 
wherein said user information storage unit is located at least 
partially in said toy. 

16. Interactive toy apparatus according to claim 1 and 
wherein said user information storage unit is located at least 
partially outside said toy. 

17. Interactive toM apparatus according to claim 1 and 
wherein said content storage unit is located at least partially 
in said toy. 

18. Interactive toy Apparatus according to claim 1 and 
wherein said content storage\unit is located at least partially 
outside said toy. 




19. Interactive toy apparatus^ according to claim 
wherein the user input receiver comprises: 

a microphone mounted on the toy; and 

a speech recognition un^t receiving a speech input from 
the microphone . 

20. Interactive toy apparatus according to claim 5 wherein 
the user information storage unit iW operative to store said 
personal information related to a plurality of users each identi- 
fiable with a unique code and wherein said content controller is 
operative to prompt any of said users\ to provide said user's 
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code. 
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Interactive to^ apparatus according to claim 5 wherein 

'e unit is operative to store informa- 
ticipation performance. 



the user information storac 
tion regarding a user's pa: 



22. \ Toy apparatus having changing facial expressions, the 
toy comprising: 

multi-featured face apparatus including a plurality of 
multi-posiTtionable facial features; and 

a Vacial expression control unit operative to generate 
at least three combinations of positions of said plurality of 
facial feature^ representing at least two corresponding facial 
expressions . 



23. Apparatus \according to claim 22 wherein the facial 

expression control uVit/is operative to cause the features to 
fluctuate between po^iti^ns at different rates, thereby to gener- 
ate an illusion of /dif fj6ir&nt emotions, 



24 . 

ing: 



Toy apparatus 



"ding to claim 2 2 and also compris- 



a speaker device; 

an audio memory storing cbn audio pronouncement; and 
an audio output unit operative to control output of the 
audio pronouncement by the speaker device, 

and wherein the facial expression control unit is 
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operative to generate t,p£ combinations of positions synchronously 



with output of the prorrouncement , 



25. Toy apparatus for playing an interactive verbal game 

comprising: 

a toy; 

a speaker device mounted on the toy; 
a microphone Wounted on the toy; 

a s»peech recognition unit receiving a speech input from 
the microphone; and 

an audio storagfe unit storing: 

a multiplicity \ of verbal game segments to be played 
through the speaker device A and 

a script storage Refining interactive branching between 
the verbal game segments. 



26. 



game segments include at leasti one s 




Toy apparatus according to slaim 2 5 wherein the verbal 



sgment jrfiich prompts a user 



to generate a spoken input to the verbal game. 

27. Toy apparatus according to claim 25 wherein at least 

one segment -includes two or more Verbal strings and a prompt to 
said user to reproduce one of the verbal strings. 



28. Toy apparatus according t^ claim 25 wherein at least 

one segment comprises a riddle. 



29. 



Toy apparatus according to qlaim 2 5 wherein at least 



one of the verbal l^trings has educational content, 

30, Toy apparatus according to claim 2 5 wherein at least 

one of the verbal! strings comprises a feedback to said user 
regarding the quality of said user's performance in the game. 



31. Interactive \ toy apparatus according to claim 1 and 

further comprising: 

multi-f eaturdd face apparatus assembled with said toy 
including a plurality of multi-positionable facial features; and 

a facial expression control unit operative to generate 
at least three combinations of positions of said plurality of 
facial features representing at leS^d two corresponding facial 
expressions . 




32. Interactive toy appjaratulp accc^ding to claim 31 wherein 

the facial expression control unifls operative to cause the 
features to fluctuate between positions at different rates, 
thereby to generate an illusion\of different emotions. 



33. Interactive toy apparatus according to claim 31 and 

also comprising: 

n audio memory storing an\ audio pronouncement; and 
an audio output unit operative to control output of the 

audio pronouncement by the speaker device, 

and wherein the facial egression control unit is 

operative to generate the combinations \of positions synchronously 
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with output of the\ pronouncement . 

34. Interactive toy apparatus according to claim 1 and 
further comprising: 

a microphorie mounted on the toy; 

a speech recognition unit receiving a speech input from 
the microphone ; and 

an audio storage unit storing: 
a multiplicity of verbal game segments of a verbal game 
to be played through the\ speaker device; and 

a script storaglp defining interactive branching between 
the verbal game segments , 

35. Interactive toy apparatus according to claim 34 wherein 
the verbal game segments include at least one segment which 



prompts a user to generate a spoken 



input to the /verbal game. 



36. Interactive toy apparatus according to claim 34 
wherein at least one segment includes two or more verbal strings 
and a prompt to said user to reproduce one of the verbal strings. 

37. Interactive toy apparatuip according to claim 34 wherein 
at least one segment comprises a riddle. 

38. Interactive toy apparatus according to claim 34 wherein 
at least one of the verbal strings ha\p educational content. 



39, 



Interactive toy apparatus acaording to claim 3 4 wherein 
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at least one of the verbal strings comprises a feedback to said 
user regarding the\ quality of said user's performance in the 
game. 



40. A method of toy interaction comprising: 

providing a "ooy having a fanciful physical appearance; 

providing a speaker mounted on the toy; 

providing a user input receiver; 
storing in a user information storage unit information relating 
to at least one user: 

providing, via k content controller operative in re- 
sponse to current user inputs received via said user input re- 
ceiver and to information stored insaid storage unit, audio 
content to said user via said\ speakfer. 




41. A method according tq clap 40 ajxT wherein said storing 

step comprises storing personal \ information relating to at least 
one user and personalizing, vi^ said content controller, said 
audio content. 



42. A method according to clAim 40 and wherein said storing 

step comprises storing information relating to the interaction of 
at least one user with said interactive toy apparatus and con- 
trolling, via said content controller, said audio content in 
accordance with stored information renting to past interaction 
of said at least one user with said interactive toy apparatus. 




43. A method according to claim 40 and further comprising 

storing, in a content storage unit, audio contents of at least 
one content title to tye played to a user via the speaker, said at 
least one content titl^ being interactive and containing interac- 
tive branching. 



44. A method according t^x^fclaim 40 and further comprising 

storing personal information rfelated to a plurality of users each 



identifiable with a unique cc 
controller, any of said users 



e and prompting, via said content 
to provide said user's code. 




45. A method according to^-e-la-iflr^O and further comprising 

storing information regarding \a user's participation performance. 



46. A method according to fclaim 4 0 and further comprising: 
providing multi-f eaturfed face apparatus including a 

plurality of multi-positionable facial features; and 

generating at least three\ combinations of positions of 
said plurality of facial features\ representing at least two 
corresponding facial expressions, 

47. A method according to claim ^6 and further comprising 
causing the features to fluctuate between positions at different 
rates, thereby to generate an illusion of\ different emotions. 
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A method according to claim 4 6 amjl also comprising: 
storing an audio pronouncement; ar 
providing said audio pronouncement by said speaker; and 
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generating combinations of facial positions synchro- 
nously with output of the pronouncement . 

49. \ A system for teaching programming to schoolchildren 
using interactive objects, the system comprising: 

computerized school-child interface permitting a 
school-child to breathe life into an interactive object by defin- 
ing characteristics of the interactive object, said computerized 
school-child interface being operative to at least partially 
define, in response to school-child inputs, interactions between 
said interactive object and humans; and 

a computerized teacher interface permitting a teacher 
to monitor the school-child's progress in defining characteris- 
tics of the interact ivey object . 

50. A system according to claim 49 wherein the computerized 
teacher interface permits tKe J teacher to configure the computer- 
ized school-child interface. 



51. 



A teaching 



stem 



;eaching engineering and pro- 



gramming of interactive objects td\ students, the system compris- 
ing: 

a computerized student interface permitting a student 
to breathe life into an interactive object by defining character- 
istics of the interactive object, said computerized user inter- 
face being operative to at least partially define, in response to 
student inputs, interactions between said interactive object and 
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\humans ; and 

\ a computerized teacher interface permitting a teacher 

to\configure the computerized student interface. 

52. \ A computer system for development of emotionally per- 
ceptive computerized creatures comprising: 

\ a computerized user interface permitting a user to 
develop an emotionally perceptive computer-controlled creature by 
defining interactions between the emotionally perceptive comput- 
er-controlled creature and natural humans including at least one 
response of \said emotionally perceptive computer-controlled 
creature to an least one parameter, indicative of natural human 
emotion, derived from a stimulus provided by the natural human; 
and \ 

a creaturve cpntrol unit operative to control the emo- 
tionally perceptive creature in accordance with the characteris- 
tics and interactions dtefinedNby the user. 

53. A system according to claim 52 wherein said parameter 
indicative of natuf^al human emotion comprises a characteristic of 
natural human speech other thark language content thereof. 

54. A method for development of emotionally perceptive 
computerized creatures, the method comprising: 

defining interactions between the emotionally percep- 
tive computer-controlled creature and nVtural humans including 
at least one response of said emotionally \perceptive computer- 
controlled creature to at least one parameter, indicative of 
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natural human emotion, derived from a stimulus provided by the 
natural human; and 

\ controlling the emotionally perceptive creature in 
accordance with the characteristics and interactions defined by 
the user. \ 

55. A method for teaching programming to students, the 
method comprising^ 

providing^ a computerized visual-programming based 
school-child interface permitting a school-child to perform 
visual programming; and\ 

providing a computerized teacher interface permitting a 
teacher to configure the /^oi^utj^ri\zed school-child interface. 

56. A computerised eTnoticmalVy perceptive computerized 
creature comprising: [ / \ 

a plurality interact ionNriodes operative to carry out 
a corresponding plurality of interactions with natural humans 
including at least one response to at iteast one natural human 
emotion parameter, indicative of natural himan emotion; and 

an emotion perception unit operative to derive at least 
one natural human emotion parameter from a stimulus provided by 
the natural human, and to supply the parameter to\at least one of 
the plurality of interaction modes. \ 

57. A creature according to claim 56 and also comprising a 
physical body operative to participate in at least one of the 
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